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LUDIC STRATEGIES IN MODERN ENGLISH-LANGUAGE MEDIATEXT 
Irena Snikhovska1
Abstract
The article is devoted to the comprehensive study of the phenomenon of language play in modern English, performed in the 
FRQWH[WRIWKHFRPPXQLFDWLYHDFWLYLW\DSSURDFKWRWKHVWXG\RIOLQJXLVWLFDQGVSHHFKSKHQRPHQD2QWKHPHWKRGRORJLFDOEDVLV
RIFRPPXQLFDWLYHIXQFWLRQDO OLQJXLVWLFVDQGFRJQLWLYH OLQJXLVWLFV WKHFRJQLWLYHFRPPXQLFDWLYHQDWXUHRI WKH ODQJXDJHJDPHLV
substantiated in the article ,QYLHZRI WKHIDFWRUVRI WKHFRJQLWLYHGLVFXUVLYHRUGHU OH[LFDOVHPDQWLFPHDQVRIFRQVWLWXWLRQDQG
realization of the ludic intentions of the language personality DVWKHFUHDWRUPHGLDWH[WDQGWKHLUOXGLFVWUDWHJLHVare singled out.
In the current research, the division of the main operating methods of creating language play was worked out for the purpose of target 
tasks. TheseDUHEDVHGRQWKHH[WHUQDODQGLQWHUQDOVWUXFWXUHRIWKHZRUGXQLWVRIWKHH[WHUQDOVWUXFWXUHDUHSKRQHPHVIUHHDQGERXQG
PRUSKHPHVZRUGIRUPDWLRQFRQVWUXFWVWKHLQWHUQDOVWUXFWXUHRIWKHZRUGLVLWVPHDQLQJWKHW\SHVRImeanings and their connotations, 
their motivation, as well as various transformations of meanings. Consequently, the two types of OXGLVPVDUHGL൵HUHQWLDWHG depending 
on their grounding RQWKHH[WHUQDORULQWHUQDOVWUXFWXUHRIWKHZRUG7KH¿UVWFODVVLQFOXGHVSKRQRVHPDQWLFZRUGIRUPDWLRQDQGOH[LFR
grammatical ludisms, and the second is represemted by OH[LFRVHPDQWLFSKUDVHVHPDQWLFDQGSKUDVHRORJLFDOludisms.
The conclusion is made that from this perspective, language play appears as a process and result of the conscious linguistic 
DFWLYLW\RIWKHLQGLYLGXDODLPHGDWQRQVWHUHRW\SLFDOYDULDWLRQRIWKHIRUPDQGFRQWHQWRIWKHOLQJXLVWLFXQLWVRQWKHplayful level of 
FRPPXQLFDWLRQLQRUGHUWRLQÀXHQFHWKHHPRWLRQDODQGRULQWHOOHFWXDOVSKHUHRIWKHDGGUHVVHHLanguage play is a manifestation of 
linguocreative thinking, which realizes the possibilities laid down in the linguistic sign. The basic principle of language play is the 
ability to establish associative relationships, which is an indicator of the creativity of the speech person. In the article it is proved 
that language play has a dual nature, combining features of both linguistic and speech phenomena.
Keywords
Language play, linguocreativity, playful (ludic) function of language, mass media, discursive activity, word, word outer structure, 
word inner structure. 
1. Introduction. Modern active linguistic processes 
WRDFHUWDLQH[WHQWWDNHSODFHGXHWRWKHLQWHQVL¿FDWLRQRI
WKHFUHDWLYHHOHPHQWLQ(QJOLVKGLVFRXUVHWKLVLVPDQL
fested in the fact that innovation, language play and oth
er forms of unconventional use of linguage encompass 
new communicative spheres (eg., advertising and the 
,QWHUQHWWKHUHE\H[SDQGLQJWKHVFRSHRIFUHDWLYLW\
The dynamics of linguistic processes, determined 
ERWKE\ H[WUDOLQJXLVWLF DQG OLQJXLVWLF IDFWRUV LQ WKH
PRGHUQFRPPXQLFDWLYHVSDFHLVPRVWIXOO\UHÀHFWHG
in the media. The range of linguistic means that pro
vides the basic constructive principle of the organiza
WLRQRIPHGLDWH[WVLVQRWLFHDEO\FKDQJLQJ
7KH DFWLYL]DWLRQ RI WKH VFLHQWL¿F LQWHUHVW RI OLQ
guists in the media can be observed nowadays be




The description of these changes is in line with 
such topical directions of modern linguistics as lin
JXLVWLF LQÀXHQFH OLQJXLVWLFV RI DGYHUWLVLQJ PHGLD
linguistics of creativity, within the framework of 
which, in particular, the linguistic and educational 
components of the media are also studied [Gridina2; 
Ilyasova, Amiri; Remchukova; G. Solganik, Zhel
tukhina6].
The phenomenon of language play has become 
the subject of a number of lingophilosophical, 
ORJLFDOVHPDQWLF, IXQFWLRQDOFRPPXQLFDWLYH, and 
linguocognitive [Arutyunova7, Attardo8, Caillois9, 
Chiaro10, Crystal11, Giora12, T. Gridina, Gruz
berg, Karasik, Kostomarov16, Nilsen17,  Nukhov18, 
Sannikov19, Sherzer20, Snikhovska21, Zemskaya22, 
etc.] studies on the empirical data RI GL൵HUHQW
languages. As of late, we observe a keen interest to 
linguistic creativity, and in particular to generation, 
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modeling of the language play and ludic style, ludic 
discourse, etc. Thus, the presented article belongs to 
the works that analyze the phenomenon of language 
SOD\DVSURSRVHGE\7*ULGLQD³DIRUPRIOLQJXRFUH
DWLYHWKLQNLQJH[SORLWLQJWKHPHFKDQLVPVRIDVVRFLD
tive switching of the usual stereotype of perception, 
creation and use of linguistic units, characterized by 
convention and intentionality – an intention toward 
FUHDWLYLW\H[SHULPHQWRQWKHVLJQRQWKHEDVLVRIYDU
ious linguistic methods of its transformation and in
terpretation”.
The topicality of the research is substantiated by 
the need to study the mechanisms of the linguistic 




and manipulating the society through mass media 
[Smetanina, Ilyasova, Yazyk i stil sovremen
nyh sredstv massovoy informatsii26, Zheltukhina27, 
Dotsenko28]. 
The subject of the study is the cognitive and dis
cursive mechanisms of language play in the mass me
dia discourse, and the object of the study is language 
play, realized and verbalized in a variety of ways.
The purpose of the study is to highlight the lin
guistic and cognitive characteristics of the language 
SOD\SKHQRPHQRQLQWKHPHGLDWH[WDVDSURGXFWRIWKH
creative activity of language personality and a means 
RIUHÀHFWLQJWKHOLQJXRFXOWXUDOFRQFHSWVLQWKHPHGLD
The purpose of the study stipulates the following 
tasks
– to address the place and role of language play 
in the creative human activity and to reveal the spec
L¿FLW\RIODQJXDJHSOD\DVDSKHQRPHQRQRIERWKODQ
guage and speech;
– to identify and describe the cognitive and dis
cursive characteristics of the language play;
– to analyze the operational methods of the lan
JXDJHSOD\RQGL൵HUHQWOHYHOVRIWKHODQJXDJH
Background and motivations. Linguocreativity 
and the phenomenon of language play has long been 
LQWKH¿HOGRIYLHZQRWRQO\RIOLQJXLVWVEXWDOVRRI
philosophers, anthropologists, culturologists, and 
cognitivists. 
The play concept of culture was formed in the 
ZRUNVRIIRUHLJQUHVHDUFKHUVRIWKHHDUO\;;WKFHQ
tury, in particular J. Huizinga’s, who is the author 
of the theory of culture as a play (“&XOWXUH DULVHV
and unfolds in and as play, ... culture itself bears the 
character of play”)29. In his groundbreaking work 
³+RPR OXGHQV$VWXG\RI WKHSOD\HOHPHQW LQFXO
WXUH´DIXQGDPHQWDOO\QHZYLHZRIWKHDFWLY
ities of people was presented, which rests on the un
GHUVWDQGLQJRIDQ\KXPDQDFWLRQDVDSOD\HOHPHQW
In linguistics, this concept was embodied in the dis
tinction of the game as a special type of discourse, 
which is regarded as "the space of creation and the 
perception of artistic texts".
In J. Huizinga’s classic work the play is presented 
as the basic principle of the development and func
WLRQLQJRIFXOWXUHVRFLHW\DQGODQJXDJH³The great 
archetypal activities of human society are all perme-
ated with play from the start. Take language, for in-
stance  […] allows him to distinguish, to establish, to 
VWDWH WKLQJV LQVKRUW WRQDPH WKHPDQGE\QDPLQJ
them to raise them into the domain of the spirit”. 
At that, according to the scholar, the origins of the 
ludic character can be seen in the language, in partic
XODU LQ WKH ODQJXDJHSOD\³In the making of speech 
and language the spirit is continually "sparking" be-
tween matter and mind, as it were, playing with this 
wondrous nominative faculty. Behind every abstract 
expression, there lie the boldest of metaphors, and 
every metaphor is a play upon words. Thus in giving 
expression to life man creates a second, poetic world 
alongside the world of nature”  
The integration of the play concept of the culture 
of humankind is possible in discursive human activ
ity, within which we consider the implementation of 
PDVV PHGLD FRPPXQLFDWLRQLQWHUDFWLRQ )URP WKLV
perspective, the techniques used by language play 
are cognitive mechanisms of semantic compression 
LQ FRQMXQFWLRQ ZLWK OLQJXLVWLF H[SHULPHQW WHVWLQJ
the possibilities of language – on the one hand, and 
RZQHUXGLWLRQDVX൶FLHQWOHYHORIOLQJXLVWLFDQGH[
tralingual knowledge, emotional intelligence – on 
the other. H. Gadamer’s dialectic notion of play sug
gests that, like any game, language play is a behav
LRULQWKH¿HOGRISRVVLELOLWLHVWKDWLQYROYHVNQRZO
edge of a system of rules that may be deliberately 
violated only if the system knows the limits of the 
permissible, because “the game itself plays as well, 
involving the players”.
Language play has a discursive nature and is 
distinguished by the intention of linguistic units’ 
form  content variation based on their associa
tiRQEXLOGLQJ potential. From such standpoint, the 
language system allows for the freedom of manifes
tation of the linguRFUHDWLYLW\RIWKHperson, so under
standing of the play beyond the limits of creativity 
is impossible, therefore, it gives grounds to consider 













tive ability of the person. In the scope of linguistics of 
emotions V. Shakhovskyi emphasizes that language 
play is a highly intellectual IRUP RI H[SUHVVLRQ RI
emotions, in this phenomenon the "emotional intelli
gence" of both (re)producer of language play and its 
UHFLSLHQWLVUHÀHFWHG.
The concept of ludic discourse or play element of 
WH[W FUHDWLRQ LV EHLQJ HYHUPRUH IUHTXHQWO\ XVHG E\
critical theorists in modern discourse studies (Bor
botko, Gridina, Karasik, Kosmeda, Norman, 
Sannikov, etc.), while broadening it from belle let
tres style to the space of modern communication in 
general and interpreted as "a complex communicative 
phenomenon in which the information represented is 
structured in the form of a game, expresses the cor-
responding idea by simulating the game, resulting in 
a situation of ludic communication in the process of 
mutual interaction of the speakers – the addressee and 
the addresser, that are tuned to the ludic tone of com-
munication, actualize the models of light-hearted be-
havior adopted in each particular linguistic culture". 
In this regard, mass media communication is also one 
of the manifestations of ludic discourse and can be 
characterized in terms of human ludic activities.
2. Methodology. In the article, we used both gen
HUDOVFLHQWL¿FPHWKRGVRILQGXFWLRQGHGXFWLRQDQDO
ysis and synthesis to address the research. Besides, 
the descriptive method with its main components 
(observation, interpretation and generalization) was 
applied. The main theoretical positions were evalu
ated and processed with the help of a special meth
RGRIVHPDQWLFVWUXFWXUDODQDO\VLVRIH[DPSOHVRIWKH
ODQJXDJHSOD\RIWKHZRUGIRUPDWLRQOHYHOZKLFKDS
peared in the language of mass media as a result of 
EOHQGLQJRUWHOHVFRSLFZRUGIRUPDWLRQ
It should be noted, that  the integral application 
RI VWUXFWXUDOV\VWHPLF FRJQLWLYHVHPDQWLF DQG
FRPPXQLFDWLYHIXQFWLRQDO DSSURDFKHV WR WKH VWXG\
of linguistic matter makes it possible to consider 
the phenomenon of language play not only and not 
as much as the manifestation of unconventional 
XVH RI WKH YHUEDO VLJQ EXW DOVR DV D VSHFL¿F IRUP
of intellectually and emotionally marked speech 
activity. An integrative approach  to the interpretation 
of language and speech phenomena will involve 
the interdisciplinary application of traditional and 
new research methods – component, conceptual, 
FRQWH[WXDOHWF
Our observations have shown that language play 
LVHVSHFLDOO\YLYLGO\XVHGLQ(QJOLVKODQJXDJHPHGLD
discourse, since modern media have developed ef
IHFWLYHOLQJXDODQGH[WUDOLQJXDOWRROVDQGPHWKRGVRI
mass impact on the audience worldwide. The reason 
for such a high frequency of the ludic use of linguistic 
forms is their huge mass impact, since it is in the print
ed and electronic media that the political and ideolog
ical impact on the addressee as an object of forming a 
certain public opinion in implemented. This objective 
is often solved with the help of unconventional lin
JXDO FRLQDJHV RU SDUDGR[LFDOO\ FRQVWUXFWHG SKUDVHV
in which a game with linguistic forms and structures 
can be traced.
Under current circumstances, the communication 
is characterized by a strong confrontation of ideol
RJLHV DQG LQÀXHQWLDO SROLWLFDO DQG HFRQRPLF ZRUOG
groups, and thus the devices of language play are con
VLGHUHGDVDPHDQVRILQÀXHQFLQJWKHVRFLHW\WKURXJK
the media. The formative and semiotic possibilities of 
WKH(QJOLVKODQJXDJHDUHH[SHGLHQWIRUWKHFUHDWLRQRI
linguistic means possessing special impact, namely a 
phenomenon of the language play, which allows the 
addresser of the message to form the necessary ad
dressee’s attitude to the information presented. 
Thus, the concept of mass media communica
tion as a ludic reality lies at the foreground of our 
research. Within the framework of this concept, mass 
media communication and mass media discourse are 
interpreted as a manifestation of the ludic essence of 
human activity, which is realized through a number 
of parameters.
7KH PDWHULDO RI WKH VWXG\ DUH PDVV  PHGLɚ 
WH[WIUDJPHQWVFRQWDLQLQJODQJXDJHSOD\SKHQRPHQD
evaluated and processed with the help of a special 
PHWKRGRIVHPDQWLFVWUXFWXUDODQDO\VLVRIH[DPSOHV
The sources of the research were 10 contemporary 
weekly and daily British and US periodicals belong
ing to both quality press and popular papers. 
The use of the cognitive approach to the study of 
the phenomenon of language play allows for the in
WHUSUHWDWLRQRIQRQVWDQGDUGVSHHFKXVHQRWDVHUURUV
EXW DV VSHFL¿F RSHUDWLRQV RQ NQRZOHGJH VWUXFWXUHV
FRQ¿UPV WKHSUHVHQFH LQZRUGFRQVFLRXVQHVVRI WKH
ZRUGEXLOGLQJ PRGHOV DQG IUDPHV ZLWK VLJQL¿FDQW
heuristic and epistemological potential.
3. Results. Such characteristics of the media as 
the mass dissemination of information, the direction 
RILQÀXHQFHSXEOLFLW\ODUJHO\SUHFRQGLWLRQWKHLUDELO
LW\RIEHLQJDQH൵HFWLYHPHDQVRIVSHHFKLPSDFW,WLV
carried out with the help of linguistic means, which, 
LQ FRPELQDWLRQ ZLWK H[WUDOLQJXLVWLF PHDQV FHUWDLQ
PHWKRGVRIRUJDQL]LQJ WKH WH[WVWUXFWXULQJDQGSUH
senting the information form a strategy of speech im
SDFW*LYHQWKHQHHGIRUDFRQVWDQWVHDUFKIRUH[SUHV
VLYHHPRWLRQDODQG¿JXUDWLYHPHDQVWRLQÀXHQFHWKH
reader, journalists face the need to create linguistic 











siveness, so the study of their linguistic and creative 
SRWHQWLDO LQYROYHV D GHVFULSWLRQRI WKHLU H[SUHVVLYH




IRFXVRI WKHDXWKRUVRIPHGLD WH[WVFRS\ZULWHUV WR
wards the active use of neologisms, nonce words, lan
guage play, the transformations of phraseologisms, 
precedential phenomena, and the like. 
In the phenomenon of language play, consisting 
LQQRQVWDQGDUGXVHRI OLQJXLVWLFXQLWVRU FDWHJRULHV





stylistic goal that is traditionally studied, but no less 
VLJQL¿FDQWLVWKHDHVWKHWLFH൵HFWZKLFKLVFKDUDFWHU
ized by drawing the attention to the linguistic form it
self. The phenomenon of language play together with 
WKHDERYHPHQWLRQHGSRVVLELOLWLHVUHDOL]HVDQXPEHU
of implicit, persuasive, suggestive functions associat
HGZLWKLWVXVHLQPDVVPHGLDGLVFRXUVH
The creative impulse of the language play encour
DJHV ¿QGLQJ SRVVLEOH PHWKRGV IRU EULQJLQJ RXW WKH
VLJQEH\RQGWKHV\VWHPGH¿QHGPRGHORIWKHFRQWH[W
of its design and perception. There is the whole range 
of means derived from the asymmetry of the verbal 
VLJQ DLPHG DW FUHDWLQJ QRQVWDQGDUG XWWHUDQFHVZLWK
WKHKHOSRIWKHODQJXDJHUHVRXUFHVKRPRQ\P\SRO\
semy, grammatical ambiguity, associative connections 
of words. In addition, the language play makes it pos
sible to make the utterance more succinct and potent, 
containing several meanings, each of them being able 
WR UHDOL]HDFHUWDLQ IXQFWLRQQRPLQDWLYH HYDOXDWLYH
VW\OLVWLF DVVRFLDWLYH HWF IRU H[DPSOH No police 
state", demanded one placard. "Freedom not fear-
GRPUHDGDQRWKHU´, allows to interpret the creative 
innovation "feardom, n. – the state of living in fear or 
being subject to laws and policies based on fear".
The dynamics of the norm in the media, the full 
implementation of the systemic potential of the lan
JXDJHV\VWHPLQPRGHUQPHGLDWH[WVWKHLQWHUHVWWKH\
represent in terms of studying the theory and practice 
RI OLQJXLVWLF LQÀXHQFH ± DOO WKLV SURYLGHV XQIDGLQJ
attention to this area of communication. It is note
worthy that the linguistic components are equally 
characteristic of the yellow (Mamamia, Netbit Host, 
TakePart, The Village Voice, etc.) and for the "quali
ty" press (The Economist, The Times, the US News & 
World Report, The Evening Herald, etc.).
 Obviously, in the the creation of new nominations 
WKHDXWKRU¶VLQGLYLGXDOUROHLVFUXFXDODVZHOODVOH[
ical and syntactic combinability, which makes it pos
sible to highlight the main functions of the language 
from a new angle of view. It is worth noting that mod
ern linguistics (in particular, linguistics of creativity) 
generates an idea of a creative function, which is 
based on linguocreative thinking, which prompts an 
individual to use the potential of linguistic units.
)RU FRQWHPSRUDU\ (QJOLVKODQJXDJHPHGLD WH[WV
VXFKPHWKRGVRIFUHDWLQJDOXGLFH൵HFWDVWKHSOD\RI
polisemantic and homonymous words, the creation of 
occasionalisms, neologisms, and paronymic attraction 
are typical. Nonce words are occasional, individual 
in nature, but in English, they can be systematized 
DFFRUGLQJ WRZRUGEXLOGLQJPHDQVZLWK WKH KHOS RI
which these ludic coinages are created, since the au
thor, in one way or another, relies on formal and struc
WXUDOPRGHOVZKHQFUHDWLQJDQHZZRUG)RUH[DPSOH
"but anything can take a hashtag, and dictionary-mak-
ers are not going to include" #dictionary "next to" 
dictionary "," #lexicography "next to" lexicography ", 
and so on. Something has to change in the real world 
IRUKDVKWDJL¿FDWLRQWROHDGWRZRUGKRRG".
Our attention was concentrated on compounding 
DVRQHRIWKHPRVWFRPPRQO\XVHGZRUGEXLOGLQJSDW
terns in English. A typological pattern of word com
position is implemented by compound words derived 
from nouns, adjectives, adverbs and verbs, eg: bride + 
chill (cf. bridezilla): "My sister keeps calling me a Bri-
dechilla because I'm so chilled about everything. It's 
all really very relaxed"; Anita is a bridechilla, the 
W\SHRIEULGHZKRZDQWVKHUDQGKHU¿DQFp
VGD\WREH
special but not at the expense of going crazy, broke or 
sending friends and family running for cover.
2QHRIWKHYDULDWLRQVRISOD\RQZRUGVUHÀHFWHGLQ
the English language by contamination, rests on this 
PRGHO,WLVVSHFL¿FDOO\LQWKHFDVHRIFRQWDPLQDWLRQ
that the cognitive capacities of the language play in 
PRGHUQPHGLD WH[WV RFFXU LQ WKHPRVW FRQFHQWUDWHG
IRUP IRU H[DPSOH:LNLSHGLD  OLWHUDWH :LNLSHGLD
+ reality: Are you wikiliterate? If not, start studying! 
)RURQHWKLQJ³ZLNLDOLW\´D6WHSKHQ&ROEHUWLQVSLUHG
³ZRUGRIWKH\HDU´LVDSDVVZRUGWKDWVLJQDOV\RXDUH
an irony insider. But beyond that, the wiki website 
model, popularized by Wikipedia, is also emerging as 
a hot business toolFROGODQGVFDSHThe gigantic 
WDQN IDUPV RI 7URSLFDQD DQG&LWUXVXFR WKHZRUOG¶V
largest orange juice producer, occupy one particular 
FRUQHURI WKHFROGVFDSHZLWK LWVRZQVSHFL¿FDUFKL-
tecture and quirks&RLQWUHDXPHWURSROLWDQ Dita 
YRQ7HHVHSUHVHQWV&RLQWUHDXSROLWDQ7KDW
VWKHZD\
I love it"&RLQWUHDXFRQWURYHUVLDO³Ɍhe big ques-
7KH(FRQRPLVW0DUFK










you call the impact you make on the planet when you 
FRRN",W¶V\RXU³FRRNSULQW´²WKHHQWLUHFKDLQRIUH-
sources used to prepare meals, and the waste produced 
in the process%OXHWRRWKKLMDFNLQJɌhe tourist was 
³EOXHMDFNHG´  VXUUHSWLWLRXVO\ VXUSULVHG ZLWK D WH[W
message sent using a short-range wireless technolo-
J\FDOOHG%OXHWRRWK³&HOOSKRQHPHVVDJLQJWDNHVD
mischievous turn”)VDSLHQWVH[XDO³6DSLRVH[XDO´
is a relatively new word that refers to a person who is 
erotically attracted to intelligence.
7KHODQJXDJHSOD\LQFRQWHPSRUDU\(QJOLVKODQ
guage media is characterized by implicit possibili
ties, in view of which it can carry certain implica
tions associated with the conceptual representations 
of the sociocultural community that are part of the 
SLFWXUHRI WKHZRUOGZKLFKH[LVWV LQ WKHFROOHFWLYH
consciousness of a particular language community. 
Obviously, language play is a ubiquitous phenom
enon in the discourse of the mass media, gaining 
WKHSRWHQWLDOWRH[SUHVVWKHPRRGVDQGH[SHFWDWLRQV
with regard to actual events. 
The material analysed has demonstrated that the 
DFKLHYHPHQW RI WKH SHUORFXWLYH H൵HFW RI XVLQJ ODQ
JXDJH SOD\ WKH(QJOLVKODQJXDJHPHGLDWH[W DZLGH
range of techniques is employed involving the means 
of all levels of the language system, but basically all 
RIWKHVHWHFKQLTXHVDUHJURXQGHGRQWKHH[WHUQDODQG
internal structure of the word. The most productive 
was the use of convergent techniques – a combina
WLRQRIWHFKQLTXHVRIERWKW\SHV)RUH[DPSOH “The 
Foresight Saga” – phonosemantic pun  allusion 
(playing on the character’s surname), “Ocean warn
ing”; “&ULPHDDQG3XQLVKPHQW´ – substitutive word 
formation phraseosemantic allusion.
Consequently, for the language play, resources of 
all levels of language are used to a varying degrees. In 
RUGHUWRDFKLHYHWKHSUDJPDWLFH൵HFWDZLGHUDQJHRI
tools is used, which, in all their diversity, can be broken 
down to two classes in accordance with the perception 
RIWKHLQWHUQDODQGH[WHUQDOVWUXFWXUHRIWKHZRUG
The main operating methods of creating a ludic 
lingual unit (a ludism) DUHEDVHGRQWKHH[WHUQDODQG
LQWHUQDO VWUXFWXUHRI WKHZRUG8QLWVRI WKHH[WHUQDO
structure are phonemes, free and bound morphemes, 
ZRUGIRUPDWLRQ FRQVWUXFWV WKH LQWHUQDO VWUXFWXUH RI
the word is its meaning, the types of meanings and 
their connotations, their motivation, as well as various 
transformations of meanings.
In the current research the two types of ludisms 
DUH GL൵HUHQWLDWHG depending on their grounding on 
WKH H[WHUQDO RU LQWHUQDO VWUXFWXUH RI WKH ZRUG 7KH
¿UVW FODVV LQFOXGHV SKRQRVHPDQWLF ZRUGIRUPDWLRQ
DQG OH[LFRJUDPPDtical ludisms, and the second is 
represemted by OH[LFRVHPDQWLFSKUDVHVHPDQWLFDQG
phraseological ludisms. 
In general, in a ludism can be traced the actually 
H[LVWLQJODQJXDJHUHODWLRQVDQGWUHQGVWKDWGHWHUPLQH
the appearance of the corresponding transformation 
and interpretation of a sign. All methods of creating 
DOXGLVPVKRZWKHH[SDQVLRQRIDVVRFLDWLYHFRQQHF
tions in speech under the conditions of realizing of 
the creative intention. Asystemic connections gen
erate ludisms on the basis of systemic relationships, 
DQGSDUDGR[LFDOVHPDQWLFDPELJXLW\LVFUHDWHGRQWKH
basis of establishing a correlation between the ludism 
and its lingual prototype. Thus, the associative lin
guocognitive strategy of language play is the mode
OLQJDQGGHFRGLQJRIQRQVWDQGDUGFRGHDQGLVFRQGL
tioned both by operational linguistic mechanisms and 
E\VSHFL¿FOLQJXLVWLFWHFKQLTXHV
4. Conclusions. It is possible to draw the follow
ing inferences from the current research of language 
play on the sources of modern periodicals of En
JOLVKVSHDNLQJFRXQWULHVEHORQJLQJERWKWRWKHTXDOLW\
and to the popular press. 
In general, our observations indicate that mecha
nisms, means and methods of producing ludic phenom
ena in modern English determine the ways and means 
of transforming linguistic units into a unit of speech. 
The basis of the mechanism of ludisms creating pri
marily is deviation from the norms of use of linguistic 
units, the consequence of which is the emergence of 
WKH H൵HFW RI XQH[SHFWHGQHVV DQG FRQWUDGLFWLRQ ,W LV
clear from the research that occasional change in the 
form and content of linguistic units in ludic situations 
LV GHWHUPLQHG E\ WKH FRJQLWLYHSUDJPDWLF IDFWRUV RI
VSHHFK ,Q RXU YLHZ WKH FRPPXQLFDWLYHIXQFWLRQDO
approach to the phenomenon of language play reveals 
its interconnection and interdependence in speech 
interaction on the situation of discourse and the pur
poses of communication. The key characteristics of 
language play are its ludic spirit, meeting the need for 
communication, the playful intent, the desire to realize 
the aesthetic function of speech [Doscock, Cook]. 
As we can see, ludisms creation has a communica
WLYHSUDJPDWLFJRDOVHWWLQJDQGFDQVHUYHDVDQH൵HF
WLYHPHDQVRIVSHHFKLQÀXHQFH. 
The research also has shown that In order 
WR DFKLHYH WKH SHUORFXWLYH H൵HFW RI XVLQJ ODQ
JXDJHJDPH SKHQRPHQD LQ WKH (QJOLVK ODQJXDJH
a wide range of techniques is used with the use of 
means of all levels of the language system, but all of 
WKHVHWHFKQLTXHVDUHEDVHGRQWKHH[WHUQDODQGLQWHU
nal structure of the word. The most productive was 
the use of convergent techniques – a combination of 
techniques of both types.
1HWELW+RVW1RYHPEHU
 New Green Basics, February 26, 2008
7KH7LPHV1RYHPEHU
 The Village Voice, November 21, 2012
7KH(FRQRPLVW0DUFK
 Doskock 1996
 Cook 1997 
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The use of the cognitive approach to the study of 
the phenomenon of language play allows for the in
WHUSUHWDWLRQRIQRQVWDQGDUGVSHHFKXVHQRWDVHUURUV
EXW DV VSHFL¿F RSHUDWLRQV RQ NQRZOHGJH VWUXFWXUHV
FRQ¿UPV WKHSUHVHQFH LQZRUGFRQVFLRXVQHVVRI WKH
ZRUGEXLOGLQJ PRGHOV DQG IUDPHV ZLWK VLJQL¿FDQW
heuristic and epistemological potential.
Representing a special form of linguocreative 
thinking of an associative nature, the language game 
is always aimed at using lingual techniques to em
SKDVL]HWKHSDUDGR[EHWZHHQWKHVWDQGDUGIRUPDQG
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